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Introduction 

Everybody should cultivate the ppwer of self 
entertainment. No matter what may be our 
domestio and social surroundings there come 
times to each of us when, unless we are able to 
be " company to ourselves," we must inevitably 
suffer from loneliness or ennui. It is at such 
moments that the game of Solitaire (to which our 
English cousins give the very significant name of 
Patience) becomes something much more than a 
frivolous diversion. 

The present book is composed of seventy care- 
fully selected games, in choosing which, due at- 
tention has been paid both to ingenuity and 
variety. The publishers send forth this little 
volume with every confidence that it will soon 
make a place for itself in the hearts of all who 
come to know it 
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Explanation of Tableaux and 
Terms 

Tableau. The word tableau, in this book, is 
nsed to indicate the plan accompanying the 
various games, illustrating the original laying out 
of the cards. 

Pip. a spot on a card. 

Available Oabds. Those which, under the 
rules of the particular gan^e, are not blocked, or 
forbidden to be used. 

Released Cards. Those which, by the re- 
moval of the cards which blocked them, have 
now become free for immediate use. 

Suitable Cards. Those which, both by 
value and suit, may be immediately played. 

Foundation Cards. Those upon which the 
game is played or built. They are generally 
aces and kings. 

Marriage. The placing of one card upon 
another of the same suit next above or below it 

7 
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8 EXPLANATION OF TABLEAUX 

in value. Any number of cards may be so placed 
This principlei when not varied by the rules 
of the particular game, is generally applicable 
throughout this book. 

S£QUENOB. The regular succession of cards 
ascending from ace toward king, or descending 
from king toward ace ; a sequence is not neces- 
sarily of one suit. 

BiTBBiSH Heap. A pile of cards discarded dur- 
ing play. 

Alternate Seqijenob. The succession of 
alternate or intermittent values, produced by 
omitting every other card of a sequence ; thus, 
one, three, five, or eignt, ten, queen, and so on. 

Value. The valuation placed upon the sev- 
eral cards for the purposes of the particular 
game. Their relative value, that is, their value 
as compared with each other, is ordinarily in ac- 
cordance with their relation to each other in 
sequence, the ace being the lowest and the king 
the highest. 

Suit. Cards bearing the same design, as 
hearts, spades, dubs or diamonds. 

A Lake. An empty space in a tableau which 



Digitized by VjOOQIC 



EXPLANATION OF TABLEAUX 9 

has been caused by the removal of an entire row 
of cards. 

Talon. The stack or stacks of cards which, 
being unsuitable for the time being, are reserved 
until the progress of the game brings them into 
play. 

To Play a Card. To place it on its proper 
foundation — which is the constant purpose of the 
player — ^instead of being compelled to deposit it 
elsewhere. 

Be-dbal. The privilege of dealing the cards, 
or some of them, two or more times, as pro- 
vided in the rules of the particular game. 

The Cards. When two or more decks of 
cards are used in any of the following games, 
they are to be thoroughly shuffled together, and 
used as a single deck, unless otherwise indicated 
by the rules of the particular game. 

The Base Card. A card turned up, or other- 
wise selected, to determine the foundations. 
Sometimes it means the foundations themselves^ 
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Use two paoks of cards. 

Follow suit on the foundations. 

Take from the pack ail the sixes and serens 
and arrange them so that the sixes form the 
letter IT, and the sevens the letter S, as in the 
tableau. Lay beneath them, in a horizontal line, 
thirteen cards representing the thirteen original 
states. With the U and S as a foundation begin 
playing from the thirteen cards, following suit. 
Upon the sixes descend in sequence to aces, and 
upon the sevens ascend in sequence to kings. 
When all suitable cards have been played from 
the ^^states," fill vacancies and continue as be- 
fore, playing from the states when the cards be- 
come suitable, and immediately refilling. The 
unsuitable cards are placed to one side, forming 

U 
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SOLITAIRE 18 

the talon, which may be taken up and dealt onoe 
after the pack in hand is exhausted. 

If the game succeeds, the states will all have 
been used in building up the IT. S., which will 
then show only aces and kings. 
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14 SOLITAIRE 

Thb Rainbow 

One paok of cards. 

Lay out fiye rows of cards one under the 
other so that they will form seven columns of 
five cards each. The aces, however, are ^ to be 
placed in a row by themselves beneath the 
columns. When the columns are complete and 
the aces out, there will still remain thirteen cards. 
These are laid out in an arc, or rainbow, above 
the columns. Now pack the cards as much as 
possible by moving available cards from one 
column to another without regard to suit, but 
always packing downward, that is, placing smaller 
cards upon larger ones, except upon the four 
packets built upon the aces. These are built up- 
ward and in their respective suits available 
cards in this game are the lowest cards of the 
columns. At first, therefore, you can only pack 
on the lower row, but as soon as a lower eajrd is 
removed the card immediately above it in the 
same column is released and becomes available. 

You may pack and unpack until you have ex- 
hausted the possibilities of the situation, drawing 
from the rainbow as well as the available cards 
of the columns, but a card once placed upon an ace 
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packet cannot be moved. If you exhaust an 
entire column you can put any available card in 
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the vacancy. If you reach a point at which yon 
can neither pack nor build any further, you have 
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16 SOLITAIRE 

the right to move any one available card to the 
rainbow, if there is a higher card there upon 
which to pack it, as an eight, upon which you 
may place a seven. The object of the game is to 
complete all four of the ace packets. 
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Tit-Tat-To 

Kine cards from one entire paok. 

Withdraw from one entire paok nine cards 
composing a sequence from ace to nine inclusive. 
Place these nine cards in three rows, each con- 
taining three cards. Endeavor, by changing 
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l^l ♦hi 

9 o\ I ) k »l 

9^ rri on 



their position, to dispose them so that the 
number of pips in each row, counting the cards 
horizontally, perpendicularly, and diagonally 
may make the sum of fifteen. The tableau shows 
only three fifteens, but if the cards are properly 
placed eight fifteens can be made. 
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18 SOLITAIRE 

Light and Shadow 
Two entire packs of cards. 

Hules 

I. The foundations ascend in sequence, but are 
formed in alternate colors, red ace, black deuce^ 
red three, and so on. 

II. Cards placed on the Auxiliaries descend 
in sequence, but must also alternate in color. 

III. Vacancies in the Auxiliaries are filled by 
cards from the Bivals ; vacancies in the Rivals by 
cards from the pack or talon. 

Play 

Withdraw from the pack the eight aces and 
place them in a horizontal line (the suits as in 
tableau). These are the foundation cards, which 
ascend in sequence to kings (Rule I). 

Next deal out eight cards and place them 
above the foundations in two rows, four cards in 
each (see tableau). The upper row is called the 
Auxiliaries, the lower one the Rivals. If any 
suitable cards are found in the Auxiliaries 
play them, filling the spaces so made from the 
Rivals (Rule III). Cards from the Rivals may 



Digitized by VjOOQIC 



SOLITAIRE 



19 



be placed in descending sequence on tiiose of the 
Auxiliaries (Rule II) and the sequence so formed 
will be played as opportunity arises on the foun- 
dation. Continue to deal out the pack, playing, 
placing on the Auxiliaries, and refilling spaces 
according to rules — the non-suitable cards fornix 
ing a talon. 
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Talon 

It must be remembered that cards can be played 
on the foundations only from the Auxiliaries 
and not straight from the Rivals or from the 
talon ; cards from these must first pass into the 
Auxiliaries. There is no re-deal. 
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Thb Squabb 
Two entire packs of cards. 

Bules 

I. The foundations follow suit. 

II. The four aces (foundation cards) ascend in 
sequence to kings. When each packet has as^ 
cended to king, a second king (same suit) is 
placed on the top, and another sequence on the 
same packet descends to ace, with which the four 
foundations terminate. 

Play 

Deal out sixteen cards, as in tableau. This is 
the " Square." 

During the deal, the four aces of different suits 
must be placed in their allotted spaces as they 
appear. These are the foundations, which ascend 
in sequence to kings and descend again to aces 
(Rule II). 

When the square is complete, play from it any 
suitable cards, and marry both on the ascending 
and descending line with cards on the Square, im- 
mediately refilling spaces from pack and talon. 
Continue to deal out the whole pack, playing, first 
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in ascending and then in descending sequence 
(Rule II), marrying, and refilling spaces ; the un- 
suitable cards forming the talon. The sequence 
on the Square can be reversed from one packet 
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to another ; thus if on one packet there were a 
sequence of which the top card was nine, and on 
another a sequence of which the top card was 
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22 SOLITAIRE 

either an eight or a ten (of course of the same 
suit)) either of these could be placed on the nine 
and the whole sequence reversed, but great care 
must be taken in reversiug sequences, lest cards 
should hopelessly block each other. Much prac- 
tice is required in order to avoid this danger. 

If the game succeeds, the double series of 
sequences, which began with four aces, will like- 
wise finish with four aces. There is no re-deaL 
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The Great Pyramid 
Two entire paoks of cards. 

JRvles 

I. The foundations and the battery follow 
suit. 

II. The foundations ascend in alternate se- 
quences ; the aces in odd numbers 3, 5, 7, etc., 
until they finish with queens. (Knaves count 
eleven, queens twelve.) 

III. Cards may be placed on the battery in 
alternate descending sequence thus, on a nine 
place a seven, on the seven a five, on a queen a 
ten, then an eight, and so on. 

IV. The uppermost cards of the battery are 
alone available, until their removal releases those 
beneath. 

Play 

Withdraw from the pack the eight aces and 
the eight twos, and place them in the form of a 
pyramid, as in tableau ; these are the foundations 
which ascend in alternate sequence, until they 
end respectively with kings and queens (Bules 
I and II). 
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SOLITAIRE 95 

Kext deal out nine cards as in tableau. These 
are called the battery. Suitable cards of the 
battery may be played on the foundations^ and 
may also be played on each other in alternate 
descending sequence (Rules I, III, and lY). 
The unsuitable cards form the talon. Contin:ie 
to deal out the entire pack, playing on the pyra* 
mid, placing cards on the battery, and refilling 
spaces from pack or talon. 

If the game succeeds, the pyramid will be 
formed of alternate kings and queens. The talon 
may be taken up and re-dealt once. 
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X Squabb 
Two entire packs of cards. 

Hides 

I. The foundations follow suit. 

II. The aces are to be placed in one packet, 
but they can be so placed in only alternate black 
and red suits. If two red or two black aces turn 
up in succession the second one must be placed in 
the talon, as not available for the moment. 

P% 

Withdraw an ace of spades, and place it in the 
centre ; next take out all the knaves, and place 
them crossways as in tableau. These are the 
foundations, and descend in sequence, ending 
with twos (Rule I). 

As other aces appear in the deal, place them 
(Rule II), and as kings and queens appear lay 
them out to form a square, as in tableau. 

Next deal out six cards in horizontal line, 
called the yard. From the yard play suitable 
cards on the knave foundations (Rule I), and 
place aces and kings and queens as in tableau* 
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refilling spaces in the yard from pack or 
talon. 
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Unsuitable cards, as usnal, form the talon. 
If the game succeeds, the final tableau will be 
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28 SOLITAIRE 

composed of the ace pack in the centre, the 
eight twos (with which the knave foundations 
end), forming a cross, the kings and queens a 
square. 
The talon may be taken up and re-dealt once. 
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Nbstob 
One entire pack of cards. 

Play 

Deal out in horizontal lines six rows each con- 
taining eight cards. In dealing these, you must 
be careful that there should never be two cards 
of equal value in the same perpendicular line. If, 
for example, two kings or two fives (the same, 
of course, applies to all the cards) were to be in 
the same vertical column, even though several 
other cards intervened between them, it would be 
useless to proceed. You must therefore consider 
the duplicate card as unavailable for the moment 
and place it at the bottom of the pack in hand, 
and proceed to deal the next card. 

When the tableau is complete, four cards will 
remain, which are to be placed aside as a reserve. 
You then examine the tableau and endeavor to 
pair the cards, taking only those of the lowest 
row, until their removal releases those above. 
When no more can be paired, you have recourse 
to those of the reserve, taking them up one by 
one. If the first cannot be paired put it aside, 
taking the next, but the card or cards so put 
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aiide may be paired afterward, if the opportunity 
of doing so arises. If all the cards cannot be 
paired the game has failed. 

This game is so easily followed by description 
that no tableau is required. 



Digitized by VjOOQIC 



SOLITAIRE 



81 



Mabt Ainr 
One entire pack of cards. 

liules 

I. Follow suit on f oandations. 

II. Play in descending sequence, on the kings 
from ten to eight, on the knaves from seven to 
five, and on the queens from four to two. 





IIQ^ 




Play 
Withdraw from the pack all the face cards and 
place them in the form of an M. as in tableau. 
These twelve cards are the foundations. All the 
aces as they appear are to be placed in one packet 
underneath the knaves. You next deal nine 
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cards and place them in the form of an A (see 
tableau). 

These are the help cards, and from them yon 
play any that are suitable on the foundations, the 
first played on a king being a ten, on a knave a 
seren, and on a queen a four (Rules I and II), 
filling the spaces from the pack in hand. You 
next proceed to deal out the whole pack, playing 
on the foundations, placing aces in the reserved 
space in the M, refilling vacancies in the A, and 
placing unsuitable cards in the talon. 

If the game succeeds, the final tableau will 
form an M composed of the eights, the fives and 
the twos, the four aces forming a packet in the 
centre. 

The talon should be limited to three cards, 
which may be brought into play to finish the 
game. 
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OONOBISS 

Two entire packs of cards. 

Bvles 

I. Follow suit oa the foundations and in the 
Senate. 

II. Cards from the House are played in de- 
scending sequence onto cards in the Senate, but 
not vice versa. 

III. Oards in the Senate are played upon each 
other in descending sequence, and upon the foun- 
dations. 

lY. The uppermost cards in the Senate are 
alone available until their removal releases those 
beneath. 

Y. Each row of cards in the House blocks the 
preceding one, but on the removal of any card the 
one immediately above it is released and becomes 
available. 

Play 

Withdraw from the pack the eight aces, and 

place them in two columns on the right : these 

are the foundations, which ascend in sequence to 

kings (Bule I). Next deal four cards and place 
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them in a horizontal line below and to the right 
of the aoes. This is the Senate. Next place at 
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the upper part of the table eight cards, also in a 
horizontal row : this commences the House, and 
from the House you play any suitable cards on 
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^he foundations in ascending sequence, or in the 
Senate in descending sequence (Rules I, II), im- 
mediately refilling vacancies from the pack. 
After playing all available cards from the House, 
proceed to play from the Senate on to the foun- 
dation in ascending sequence, and then within the 
Senate according to Rule III. When all possible 
cards have been played, proceed to deal out suc- 
cessive rows of eight cards in the House, each row 
partially covering the preceding one and tempo* 
rarily blocking it (Rule Y). In dealing, do not 
play a card from any row, until that row is com- 
plete. After dealing each row, pause and exam- 
ine, then play and refill as before. In filling up 
vacancies in the House, those in the uppermost 
rows must first be refilled. 

In the Senate the cards do not overlap each 
other, but form packets of descending sequence, 
which, as they become available, are played upon 
the foundations. 

After the entire pack has been dealt into the 
House, the player may, at his need, increase the 
number of packets in the Senate, by taking 
available cards from the House to form new 
packets. These new packets have all the privi- 
leges of the original ones and are placed in the 
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same line. The number of packets in the Senate 
must never exceed eight In^ the care used in 
forming the new packets, and in his avoidance 
of their too hasty formation, the player may 
show his skill. It is well to keep one or two 
spaces free, to receive any card from the Housq 
which may block the progress of the game. 
There is no re-deal. 
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Dbmon Patibkob 

One pack of cards. 

Shuffle and count out thirteen cards and lay 
to one side, face upward. This packet is called 
the stock. Lay four other cards in a row to form 
the heads of as many columns. The next card 
that turns up determines the base, and is placed 
above the columns^ aa are the three similar cards 
of the other suits when they are reached. These 
bases are built upward in their proper suits, 
while the columns are packed downward in alter- 
nate colors. Whenever a vacancy occurs in the 
row of columns, it is filled by the uppermost card of 
the stock until the latter has been exhausted. 
Then it is filled from the top card of the pack. 

In forming the columns, a careful eye must be 
kept upon them, as they may be transferred 
bodily from one to another when the cards be- 
come suitable. For instance, suppose, as in illus- 
tration given, one column is headed by a red 
queen, and another by a black nine ; as soon as you 
have placed upon the queen a black knave and ared 
ten, you may move the nine's column on to the 
queen's, no matter how far the former may extend. 

When you have made your preliminary ar- 
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rangementSy take three cards from the top of the 
pack, and lay them on a packet, face upward, on 
the table. If you can use the topmost card, do 
so (always playing to the bases first), then play 
the next card if suitable ; if not, take three more 
cards from the top of the pack, and place them 
on the same packet. In this manner go through 
the pack, playing all the suitable cards, and work- 
ing the stock down at every opportunity. When 
you come to the end of the pack, turn it, and go 
through it again in the same way, always taking 
three cards; when, however, there are only two 
at the end, you may play them singly. Continue 
turning the pack thus as long as you can play; 
but if you pass through it without moving a card 
it is useless persevering. There is, however, one 
privilege accorded, by which a game which looked 
hopeless has been known to be won. It is this : 
when you are brought to a complete standstill, 
and at the same time by borrowing a top card 
from a base for one of the columns the game 
can be set going again, you are allowed to do so 
once, and once only. If even that does not suc- 
ceed, the demon has got the better of you, and 
all you can do is to shuffle the cards and hope 
for " better luck next time.'' 



Digitized by VjOOQIC 



40 SOLITAIRE 

On Honor 

Played with one pack. 

To make the most of this game the player 
must make it a point of honor not to examine 
any of the covered cards. Thus played it de- 
velops the ^^ card memory " which is the char- 
acteristic of the accomplished whist player. 

Lay out two rows of six cards each : this is the 
board. A third row is to be formed by the aces 
as they turn up in the course of the play, and 
these are to be built upon in their proper suits 
until they are crowned by the kings. As you 
lay out the board, should any consecutive cards 
of a suit turn up, the higher number is at once 
deposited under the lower — as a queen under a 
knave, a three under a two — ^the vacant places 
being filled from the pack, and similarly a lower 
consecutive value is placed on the higher, as a 
four on a five, etc. A packet may be transferred 
bodily to another, if the respective top and bot- 
tom cards are of consecutive value ; and here it 
is that the memory is tested : if a mistake be 
made the game will inevitably fail. 

When the board is laid out, turn the top card 
of the pack ; if you can place either above or be- 
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low a packet, do so, and tarn the next, continaing 
to play as long as there is a oonseoative ran. 
When this fails, and yoa tarn a card for which 
no resting-place on the board can be fonnd, lay 
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it down face upward, and take the next card from 
the bottom of the pack. Go on playing from the 
bottom antil a vacancy is made on the board, in 
which the rejected card can be placed, then take 
the top card again. In the game given in the 



Digitized by VjOOQIC 



42 SOLITAIRE 

illastratioiiy the first card turned is the knave of 
hearts ; this will slip under the ten, and the two 
together be placed on the queen, thus making a 
vacancy for the next card. 

In building up the ace packets, the cards must 
be taken one by one, not en masse^ as when 
one packet is transferred to another ; and if any 
mistake has been made, it will now appear. 

It often happens in playing this game that both 
the top and bottom cards prove failures, in which 
case all you can do is to shuffle up the pack and 
lay it out again, for there is no rubbish heap. 
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Squabing the Cibole 

Played with one pack. 

Take out the court cards and arrange them as 
in illustration No. 1. The four queens are in one 
packet in the middle, a king above and below and 
on each side. The knaves are in the corners upon 
the right hand of their respective kings. Shuffle 
the remaining cards and play out on a ^' rubbish 
heap." As the aces turn up, they are to be placed 
upon their several kings, to be followed by their 
deuces. The building of the king packets must 
stop at this point until those of the knaves have 
been arranged. Upon the knave packets suit must 
be followed, and they are built downward, and 
by alternate values, as nine, seven, five and three. 
When the latter number is reached, nothing more 
can be done to the packet until the four of its 
suit turns up. Then the three and four are to 
be placed upon the king packet, and when the six 
appears it and the five may be also placed upon 
the king packet. In like manner the seven will 
wait for the eight, the nine for the ten ; but the 
knave may be placed at once upon the latter, and 
its vacant space temporarily filled by the top 
card of the rubbish heap, until that, too, has 
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all been placed opon its proper packet. The rab« 
bish heap maj be turned three times ; if then the 
corner packets are all absorbed, the queens taken 
in their rotation will crown the whole and the 
game is won. 
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Last Change 

One pack is used. 

Shuffle, out and take one card from the middle. 
Put it aside face down without looking at it It 
is the Last Ohance. Lay out seven cards as in 
tableau, and if there be an ace among them, take 
it out and put it above the foundation row, fill- 
ing the vacancy from the pack ; the other aces 
are treated in the same way as they turn up. 
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Now deal out the rest of the cards, packing on 
the seven foundations in any way you please, and 
building up the ace packets in their proper suits. 
It is unfortunate when it happens that the 
seven foundations are all low cards, so as to com- 
pel you to pack higher ones upon them. 
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If, however, you can effect a vacancy in the 
foundation row by working cards off onto the ace 
packets, you may place any exposed card in the 
space; and this often allows an incohvenient 
king or queen to be removed from blocking cards 
below it. When all the pack is dealt out, you 
may then turn up the Last Chance, and if this 
affords the means of completing the ace packets, 
the game has succeeded ; but it is your only hope, 
for there is no second turn. 
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FoBOST Ms Not 

One pack of cards is used. 

This game tends to promote a nimble memory. 

Lay out eight cards on the board. Pack them 
so far as possible. In packing and building you 
need not follow suit, but must follow color. 
Olttbs and hearts must be built up, and spades 
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and diamonds downward. Fill the vacant spaces 
from the pack. When the eight spaces are full 
and no more packing is possible, deal to a rubbish 
heap. When the aces of diamonds and spades 
appear luid the kings of hearts and clubs, place 



Digitized by VjOOQIC 



SOLITAIRE 4» 

them in a row at the top of the board. Build 
on these four foundations either from the availa- 
ble cards on the board or from the top of the 
rubbish heap, having regard to color only. Build 
down on the kings and up on the aces until they 
meet the corresponding packets on the board, 
which may then be packed upon their proper 
foundations. 

To play this out without making numerous 
slips in packing and building will keep the mind 
fuUy occupied. 
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The Shifting Eight 

Take the sequence of any suit from ace to 
eight inclusive, and place them as in tableau, 
leaving a single vacant space in centre of the 
jBquare. The object of the game is to so place 
the cards, having regard for the rules, that they 
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will read from the upper left hand comer in ac- 
cordance with their values. 

You begin by moving any card which seems 
most available into the central space. The 
vacancy thus caused may be filled by moving 
into it either card which immediately adjoins it 
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to right or left or above or below. This move in 
turn creates a vacancy which is to be filled in the 
same way, and so on. With patience and per- 
severance each card may be safely conveyed to 
its proper space, but the difficulties are likely 
somewhat to increase as you approach the end of 
the game. 
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Leap Fboq 

Two packs are used. 

Lay out four cards in a row. If the first card 
shall be of the same suit, or of the same value as 
the third or fourth, pass it over the intervening 
cards and place it upon the card with which it 
agrees. The second card, under similar condi- 
tions, may pass over the third and be placed upon 
the fourth. Lay out four more cards to the right 
of the first, constituting one row with them. 
Again proceed to jump the packets according to 
their upper cards. The test of availability is 
agreement in suit or value, not sequence. 

The jumping is always from left to right, and 
may be over either one or two intervening 
packets, except that, when a packet is composed 
wholly of a sequence, it may jump any distance 
along the line so that it shall pass over at least 
one packet. As soon as it is apparent that the 
line, as it exists, offers no further opportunities 
for jumping, move the packets together toward 
the left and deal down a row of four more cards. 
The purpose of the play is to reduce the number 
of packets to four. 

In the accompanying tableau, when the first 
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four cards are down, the queen of spades can 
jump either to the knave or to the four of spades, 
by reason of the agreement in suit. Suppose she 
jumps to the knave. When the second four cards 
are down the possibilities become greatly in- 
creased. The seven of clubs may jump to the 
tray and then, there being now but two inter- 
vening packets, the eight of clubs can follow to 
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the same packet. The queen and knave of spades, 
now forming one packet, may jump to the queen 
of diamonds by reason of agreement in value. It 
is to bid understood, however, that they could do 
this no matter how many packets might inter- 
vene, by virtue of their packet being wholly a 
sequence. Having now united with the queen 
of diamonds, the packet has lost its sequence, and 
hereafter it has no special privileges. 
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The Boyal Assemblage 

Two packs are used. 

B^move the knaves, tens and nines. Shuffle 
well. Lay out two rows of six cards each. If 
there are three cards which together make up 
exactly eighteen — as the five, seven and three — 
and a king or queen, stack the three cards, cover 
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them with the face card, and place the packet 
at the upper left hand comer of the board. Fill 
the vacant space from the pack and, if possible, 
repeat the operation of stacking the three cards, 
covering them with a king or queen and remov- 
ing the packet to the Boyal Court If, after 
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filling the vacancy, there is no combination of 
eighteeni deal twelve more cards from the pack, 
covering those on the table. Again endeavor to 
make the combination. 

When there are two or more combinations 
possible from which you must choose, you may 
examine the other cards in the packets to de* 
termine which you the more advantageously un- 
cover. In placing the completed packets arrange 
them in a row across the top of the board, in 
pairs by suit and sex — the king of hearts being 
accompanied by his own queen, and so on — and 
with alternation of colors. 

In the tableau it must be observed that the 
sum of eighteen can be made from the five, three, 
six and four, but that such combination is not 
allowable. It must employ neither more nor less 
than three cards. The court or face card forms 
no part of the count. 
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Filling the Well 

Two packs of cards are used. They are not 
to be shuffled together, but must be used success- 
ively, exhausting the first before beginning to 
deal from the second. From the first pack lay 
out sixteen cards in a circle for the well curb. If 
there are any kings or aces among them drop 
them into the well — that is, place them in anj^ 
form or order within the circle. Build upon the 
aces and kings from the curb, in their respective 
suits, and in the usual sequence, upward on aces 
and downward on kings. As vacancies occur in 
the curb they must be at once filled from the 
pack. When other aces or kings appear they are 
to be dropped into the well, and built upon as op- 
portunity offers. 

When the first pack is exhausted deal from the 
second. Always keep the principle in mind that 
the well curb must be completed before any 
other play is allowable. When both packs have 
been dealt out, if the well has not been filled, 
the player is allowed two privileges. First, he 
may transfer any available cards from the ace 
to the king packets or vice versa. For instance, 
if an ace packet has been built up to seven and 
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the corresponding king packet has come down to 
eighty either packet may draw from the other. 
By this means, otherwise unavailable cards on 
the curb may be made available. The second 




privilege is that of filling any vacancy on the curb 
by any top card from any other of the curb 
packets, thus possibly rendering available the 
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card immediately beneath that which has been 
removed. It is good play, therefore, to make as 
many vacancies as possible on the curb, after al! 
cards have been dealt out. As already explained, 
while the cards are being dealt, all vacancies 
must be filled at once. When all the cards are 
in the well, the game has been successfally 
played. 
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Matrimonial Confusion 

Only one paok is used. 

Bemove the king and queen of diamonds and 
the king and queen of clubs, placing the royal 
pairs together as shown in tableau. Play out on 
the rubbish heaps, of which you may have three, 
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packing them as you please. When the aces of 
diamonds and clubs turn out, place them on their 
respective kings, and build upon them in upward 
sequence. For the two queens the suits are 
changed, hearts going on the diamond, spades on 
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the dub, commencing with the knave, and work- 
ing downward. If the game Bucceeds, the packets 
of the diamond and club kings will be of their 
own suits, except the crowning queens, which 
will be respectively hearts and spades, while the 
diamond and club queens will have received the 
hearts and spades, ending with the kings. If the 
game be not accomplished in one turn, which it 
very seldom is, the three rubbish heaps may be 
gathered up, and played out again in one heap 
only. 
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Ths People's Gams 
Use two packs of cards shuffled together. 
Deal out eight single cards in an upper row, 
haying no duplicate. This row represents the 
classes. Place the remainder of the cards in a 
row of eight packets of twelve cards each, face 
upward, far enough below the upper row to 
leave room for the people's row between. These 
packets represent the masses. The object of the 
game is to eliminate both classes and masses and 
unite all in the middle, or people's row. Take 
from the lower row — the masses — all top cards 
which are one degree higher than some card 
upon the upper row, and place them in the space 
between, each under its corresponding lower card 
of the higher row, as in tableau. Build upward 
upon these middle cards in sequence but without 
regard to suit, filling out the foundation cards in 
the people's row as cards from the masses become 
available. When any, and successively as all, 
of the packets in the people's row arrive at one 
degree below the class card above, the class card 
is placed upon the packet, thus completing the 
union of the masses and classes. 
In the building sequence in the people's row. 
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the play is not controlled by the arbitrary values 
of the cards ; this is, if the foundation of one of 
the people's packets is a king — which is literally 
the highest card of its suit — ^the packet may nev- 
ertheless be built up with ace, deuce, tray and so 
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on, until it reaches the value immediately below 
that of the class card upon the row above it. 

If the game comes to a standstill because no 
more building is possible as the cards lie, the 
player may take up the left hand packet of the 



Digitized by VjOOQIC 



SOLITAIRE 63 

masses and redistribute it, first dealing upon the 
vacant space, and then dealing upon each of the 
other packets. This gives him a new line of 
available cards from which to build. When he 
again finds himself blocked for want of available 
cards, he may take up the second packet from 
the left of the masses and proceed as before. He 
may do this with each of the eight lower packets, 
but if there are still incomplete packets in the 
people's row, the effort at uniting the masses and 
classes has resulted in temporary failure. 

In the tableaux the upper three rows show the 
game in progress, while the lower row shows it 
as it appears when completely successful. 
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The Double Pyramid 

Use two packs of cards shuffled together. 

Place a card at the ape^ of the pyramid and 
run a line of ten cards down from it slanting out 
to right" and left. To save space they may be 
laid overlapping each other. The next card 
turned determines the basis of the smaller, or 
inner pyramid. The inner pyramid is built up 
gradually within the walls of the larger struc- 
ture, in upward sequence but without regard tp 
suit. Four rubbish piles are allowable, but, as 
no second turn is allowed, great care should be 
exercised in forming the rubbish heaps not to 
block any cards. It is always advisable to keep 
one of these heaps for the last cards of the packets. 
Work off the cards from the sides of the outer 
pyramid at every chance, as, if the game succeeds, 
this must entirely disappear, leaving a solid 
pyramid in its place. 

This may be made a game for two players, eadi 
having two packs of cards, and counting the num- 
ber of packets which he succeeds in completing, 
for it is not often that any player entirely com- 
pletes the second pyramid. 

The first tableau shows the game as originally 
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laid out, except that it i» not likely that all the 
tens would come from the pack at the beginning 
of the game. They are placed in the tableau to 
show the laying out of the foundation of the 
smaller pyramid. The second tableau shows the 
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game completed, the inner packets haviog been 
built up to their final card, the nine. It is a good 
plan, so soon as a packet is completed, to turn it 
down, so as to avoid confosion. 
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The Secret 
Two entire packs are used. 

I. The foundations do not follow suit, neither 
do the cards on the lawn. 

II. The uppermost card of the secret is the 
only one of that packet available until its re- 
moval releases the one beneath, which is then 
turned face upward. 

III. One foundation must always be finished 
before the next foundation card can be placed. 

Take from the pack thirteen cards and place 
them face downward in one packet. This packet 
is called the secret, and should be placed in 
the centre above. The uppermost card of the 
secret is then turned face upward, and the next 
card that appears in the deal becomes the foun- 
dation. It is to be placed on the left hand, the 
seven cards of similar value forming the other 
foundations, and ascending in sequence. These 
are to be placed in their allotted spaces as they 
appear in the deal, forming columns to right and 
left. Foundation cards must, however, be played 
in strict accordance with Rule III, and in the 
meantime must be placed on the lawn. 

When the first foundation card has been placed, 
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deal out twelve cards in three rows of four each, 
below the secret. These form the lawn, and from 
these packets you play suitable cards upon the 
foundations, but always choosing in preference a 
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card from the secret if available. The success of 
the game depends upon the solution of the secret, 
that is, the removal of that packet. 
When all suitable cards have been played, pro 
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CMd to deal out the entire pack, placing all cards 
upon the lawn packets. They need not be placed 
in order, but on the contrary may be dealt onto 
any cards, and any number may be dealt upon on 
to each card. It is not even necessary to fill the 
vacancies in the lawn, and it is always better to 
leave at least one vacant space to receive the 
foundation cards, which are then ready to be 
placed in their allotted spaces when they become 
available (Rule III). 

It is better to place cards in descending se- 
qi ence, or, when this cannot be done, on other 
cards of their own value, and to avoid as far as 
possible placing cards of higher on those of lower 
value. For that reason, also, it is well to keep 
one or two vacancies on the lawn, to receive the 
higher cards. There is no re-deaL 
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The Cbumbling Walls 
Two entire packs are used. 

I. The foundations do not follow suit, neither 
do the cards placed in sequence in the walls. 

II. Only the outside cards are available, until 
by their removal, the next inner card becomes 
available. No card is available while there is 
another card outside of it. Thus it is only 
through the disintegration of the outer wall that 
the material of the next inner wall may be used. 

III. Dv/rvag the deal no card is available for 
playing on the foundations, unless it is on the 
sarnie horizontal line as the foundation for which 
it is a/vailable. When the deal is complete, this 
restriction ceases. 

Withdraw from the packs the eight aces, and 
place them in two columns, taking care that each 
suit is in juxtaposition as in tableau. The eight 
aces form the foundations, which ascend in se- 
quence to kings. On each side of the founda- 
tions, deal out lines, or walls of four cards each, 
as in tableau. If while dealing these walls, a 
suitable card turns up, available for a foundation, 
in accordance with Rule Illy play it at once ; re- 
placing it with the next card from the pack. 
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Continue to deal oat successive walls of four cards 
each, alternately on the right and left of those 
already built, until the pack is exhausted, thus 
forming two groups of parallel walls, with the 
eight aces in tlie centre. 
In dealing, never omit to play suitable cards as 
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they turn up, subject to Rule III, as each wall as 
it is constructed blocks the one next within, and 
during the deal you cannot play cards from any 
but the outer walls, even if inner cards be re- 
leased. 
When the pack is exhausted, examine the 
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tableau and play any available cards, the restric- 
tion as to their being on the same horizontal line 
having ceased. Sequences, both ascending and 
descending, may now be formed with cards on 
the outside of both groups, and these sequences 
may be reversed as they are required to play on 
the foundations, by transferring them from one 
packet to another. If an entire horizontal row 
has been removed, you may place any available 
card at the inner end of the lane so formed, and se- 
quences may be placed upon it, as on the others. 
There is no re-deal. 

The tableau shows but two walls, one on the 
right and the other on the left. Others will be 
added upon each side until the pack is dealt 

Another game is played with one pack. Deal 
as above ; then, without restriction as to hori- 
zontal lines, play from the outer ends of rows to 
the aces. The first object is to "clear** one or 
more rows, placing all the cards from them on 
higher cards at the ends of other rows on either 
side. This leaves spaces where cards may be 
temporarily placed. Until at least two rows are 
clear the player should not attempt building, 
except to place on the aces cards that cannot 
readily be disposed of in any other way. 
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Babettb 
080 two entire packs of cards. 

I. The foundations follow suit. 

II. Vacancies in the garden a/re not refitted. 

III. Each row of cards in the garden blocks 
the preceding one, but on the removal of cards 
in the lower rows those above them are re- 
leased. 

Deal out eight cards in a horizontal line. This 
commences what is called the garden. When the 
first row is complete, take from it any founda- 
tions, and place them in the allotted spaces above, 
and also other suitable cards, but do not refill va- 
cancies (Rule II). 

The foundations consist of four aces and four 
kings of different suits, ascending and descending 
in the usual sequences (Rule I). 

Next proceed to deal out successive rows in the 
garden underneath the first, until the pack is ex- 
hausted, strictly observing Rule II. 

If there is not room to place each row of the 
garden below the preceding one, it must be so 
placed as to half cover it, but care must be taken 
to avoid confusing the two rows, especially if 
there are vacancies. Remember not to refill va- 
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cancies in the garden. You mmtf/nish each row 
before pla/ying from it. 

When the garden is laid out, and all available 
cards have been played (Rule III), take up by it- 
self each perpendicular column, beginning on the 
left, placing the column underneath the first, and 



9 c? 




« 4 


H 









t t 






♦ 
♦ 
4 





1 














1 










♦ 4 

4 ♦ 

4 4 

4 ♦ 



SO on with each column in succession, so that in 
turning the pack to be re-dealt, the last column 
on the right may be uppermost, thus reversing 
the order of each row of cards in the next deal. 

The garden may be taken up twice and re-dealt 
exactly in the same manner and observing the 
same rules. 
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Double Fours 

Two packs are used in this gamei bat they are 
not shujBied together. 

The first card turned up determines the bases, 
which are the numbers immediately higher and 
lower. In the tableau the seven having turned 
upi the six and eight become the bases. Place 
the determining card at the top of the board, 
with the eights in a group by themselves on the 
right below and the sixes in a similar group to 
the left, as they come out in the deal. The 
eights to be built on in an upward, the sixes in a 
downward direction, all according to suit ; while 
each seven is to be placed on the determining 
card. 

You may form four rubbish heaps. When the 
first pack is played out the game is arranged, and 
the other sixes and eights will go on the rubbish 
heaps until they can take their places upon their 
respective packets ; but the sevens, or whatever 
the determining card may be, must still be put 
upon the top packet, until those on each side are 
ready to receive them. The rubbish heaps may 
be gathered up and played out a second time. 

It is allowable to shift cards from the right to 
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the left group, and vice versa^ where available ; 
that is, suppose the six of hearts packet has come 
down to a two, and that of the eight of hearts 
has reached the ace, you may move either of the 
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top cards to the other side, if, by so doing, you 
can facilitate your progress. Even with this 
privilege, however, the game is not an easy one 
to accomplish, and much thought and considera* 
tion are required. 
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Double and Out 

Use one pack of cards. 

This game is exceedingly simple in its play, 
but is quite such a one as may be taken up when, 
by reason of illness or mental wearinesSi one seeks 
diyersion without exertion. 
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Lay out a board of twelve packets of three 
cards each, face downward. Deal one exposed 
card upon each of these packets. Lay the four 
remaining cards aside face downward. Search 
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the exposed cards for pairs (or doublets) which 
you throw oat of the game, immediately turning 
up the cards beneath. When a vacancy is cre- 
ated by the removal of an entire packet, turn up 
one of the four reserve cards to fill the space. If 
by the time you have thus turned up the fourth 
reserve card you have not succeeded in disposing 
of the entire pack in doublets, the game is lost. 
In the tableau, there are three doublets ready to 
be thrown out. 



Digitized by VjOOQIC 



SOLITAIRE 7» 

Odd and Even 

Shuffle two packs together, then lay on each 
side sixteen cards, in rows of four cards each, 
leaving a space between. Now choose which of 
these sets shall be the active, which the passive, 
side. You will be guided in the choice by the 
way the cards have turned out ; but it will be 
well to make the set that has most low cards in 
it the active one. The difference between the 
two is this : From the passive side you can only 
take uncovered cards, leaving the vacant spaces ; 
but from the active side you may take any card 
that is suitable, filling its place up again from 
the rubbish heap. If, however, there is the same 
card in both sets, you mvst take it from the 
passive side if it is available — that is, with no 
card underneath it. Now, in the space between 
the two sets (see diagram) you place as they come 
out the four aces and the four deuces, side by 
side, and you pile on these alternate cards, fol- 
lowing suit — i. e.j on an ace you place three, five, 
seven, nine, knave, king ; and on the deuce you 
go up with the even numbers to the queen. Now, 
as the piling still continues with alternate cards, 
the order changes, and the ace packet takes the 



Digitized by VjOOQIC 



80 



SOLITAIRE 



i 

i 




0000 
0000 




« 4 « «««V 


^ 


D D 

D 
D D 






K la 


H 


4 4 

4 4 


o 044 

4 4 


DDDD 0000 
D D 
DDDD 0000 









D G> ♦ ♦ 


• '1 




D ♦ 4 






000 g[g ODD ^^^j 


i 

i 






♦ ♦♦« 


4444 
♦♦♦♦ 




an <^o^ ♦*♦ 444 
»■ 4 4 4 




4444 D D D 

4 D 
4444 D D D 


H 


000 


000 



IQ 



Digitized by VjOOQIC 



SOLITAIRE 81 

even, and the deuce the odd numbers, until they 
end with the queen crowning one, the king the 
other. There is no second deal of the rubbish 
heaps. 
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Gbandfatheb's Clock 

This is one of the most difficalt and complicated 
of the numerous games of Patience, and requires 
close attention throughout. Two packs are 
wanted, which must be well shuffled together, 
after the clock-face has been laid out. That is 
done in the following manner : The five of hearts 
is put at the top, in the twelve o'clock place, the 
six of spades for one o'clock, seven of diamonds 
for two, eight of clubs follows, then nine of 
hearts, ten of spades, knave of diamonds, queen 
of clubs, ace of hearts, two of spades, three of 
diamonds, and four of clubs at eleven o'clock, as 
shown in diagram No. 1. Now shuffle the re- 
maining cards, and lay them out by threes, over- 
lapping one another, outside each of the dock- 
cards. This disposition being made, lay the rest 
of the pack aside for the present, and form the 
clock-packets, following suit, and packing up- 
ward ; but you may take only the top, or uncov- 
ered, cards of the outer packets. When you have 
packed on the face as much as you can, you may 
move the uncovered cards from one outside packet 
t<j another, still following suit, but packing down- 
ward. Now resort again to the pack, and fill up 



Digitized by VjOOQIC 



SOLITAIRE 83 

the outside packets, which must never have less 
than three cards each, though they may have as 
many more as you can put on them. Work off 




on to the clock-face at every opportunity, and 
still continue filling the outside packets to three 
at each round. When you come to a standstill, 
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and can pack no more, you may form a rubbish 
heap in the centre ; from this you play only to 
the twelve o'clock cards, not to the cards of the 
outer packets. As, however, you still reduce the 
latter, you may pile them up again from the 
pack in your hand. The final result will be that 
the cards will all be absorbed in the face of the 
clock, and will show the king of hearts for twelve 
o'clock, ace of spades, two of diamonds, three of 
dubs, four of hearts, five of spades, six of dia- 
monds, seven of clubs, eight of hearts, nine of 
spades, ten of diamonds, and, finally, the knave 
of clubs at eleven o'clock. 

No second turn of the rubbish heap is allowed, 
and to bring the game to a satisfactory conclu- 
sion much depends upon the management of the 
outer packets. You may pack them on or not 
as you prefer. 
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Five Stbaight 

This is very simple after one knows how to do 
it It may, however, afford some minutes of 
quite engrossing entertainment before the end is 
reached. The problem is to convert the first 
tableau into the second one, in accordance with 
the following rules : The cards are to be doubled 
by moving one of them over two which adjoin it 
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upon one side or the other, and depositing it upon 
the next in order. The two over which the card 
in play may be moved may be either two single 
cards or a packet of two already piled. The first 
moved, for example, is the passing of the ace 
over the seven and four and depositing it upon 
the six. What other moves are necessary before 
the upper row is reduced to five straight ? 
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Eleven Out 

Shuffle two packs together; lay out twelve 
packets of eight cards each as shown in the tab- 
lean, the top cards being exposed, the others face 
downward. The remaining eight cards are all 
exposed singly, and form the '^ dummy " hand. 
Having done this, you look at the cards before 
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you for any two which, when added together, 
will make eleven — as seven and four, eight and 
three, etc. These you remove, as also picture 
cards when they form a sequence of knave, queen, 
king. You then turn up the top cards of the un- 
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covered packets, and search out the elevens as be- 
fore. When no more cards can be worked oflf, 
you may have recourse to the dummy hand, from 
which you may take one card that makes eleven 
with one on the packets. In the case of a se- 
quence, if there is only one kind of picture card 
on the packets, and the remaining two in the 
dummy, you may then remove both ; but should 
there be two face cards upon the packets which 
would complete the sequence with one from the 
dummy, these two must be taken, instead of a 
possible two from the dummy and one from the 
packets. When there are two exposed cards 
of the same signification, you may look at the 
card immediately underneath, to see which would 
be most advisable to take. The longer the 
dummy hand can be kept intact, the greater will 
be the chance of working off the Patience. 
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From Pillab to Post 
Shuffle two packs of cards together, and then 
place twelve cards as in the tableau, beginning 
with Uie top corner one on the left; then the 
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vertical line of four, the left bottom corner, the 
top right corner, the line, and the bottom right 
corner, leaving space enough between the lines 
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to put the four kings and the four aces, two and 
two, the kings above, the aces below. 

Now proceed to deal on these cards in the same 
order until the two packs are dealt out. Kings 
and aces are to be placed at once as soon as they 
appear ; but while the process of dealing is going 
on there are restrictions as to building on them. 
A suitable card may be taken from either of the 
corners, but one from the lines is only available 
if it is in the same row as the packet on which it 
is to be placed. This restriction, however, ceases 
as soon as all the cards are dealt. 

You may not only take for building any suita- 
ble cards that are on the top of any of the corner 
or line packets, but you may also pack on these 
in an ascending or descending sequence. When 
you cannot continue your play any longer, take 
up the packets, beginning with the left corner 
(leaving, of course, the eight centre ones), and 
deal round again in the same manner. The process 
may be repeated a third time, in spite of which 
indulgence the game is often a failure. 



Digitized by VjOOQIC 



90 SOLITAIRE 

The Prison 

This game is played with one pack only, but 
requires considerable space to lay it out, all the 
cards being displayed. The first that turns up 
is the base-card ; this is placed on the board, and 
the three similar cards are put in a perpendicular 
line with it as they turn up. Now, on either side 
of this line place four rows, each containing five 
cards. You will now have eight cards remaining, 
which you will place in a narrower row of four 
on each side of a vacant space below the base- 
cards — this is the " prison." 

Having laid out the pack thus, you now pro- 
ceed to build on the bases, and you may do so in 
either the ascending or descending scale, accord- 
ing as the cards show the best chances of suc- 
cess ; but you must build on all alike — ^you cannot 
go up on one and down on another — and you 
must follow suit. The only cards available for 
you to take are the outside ones of the rows — 
there are only ten, therefore, to work from ; but 
you have the privilege of packing on these out- 
side cards and as long as you follow suit you 
may pack up or down as you will. If you can 
succeed in emptying any of the rows, you may 
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move an outside card into the vacant space, and 
this gives you an opportunity to unpack, if de- 
sirable. 

For instance, in the accompanying tableau, the 
seven of hearts being the base-card, and nine, ten, 
and knave of hearts being or becoming outsiders, 
you are compelled (in order to get some diamonds 
and clubs that are needed) to pack the reverse 
way ; that is, ten on nine, and knave on ten, 
which of course blocks them all. But if you can 
absorb all of the cards in one of the rows| you 
may take the knave from the top of the packet, 
and place it in the vacancy by the bases ; thus it 
again becomes an outsider, and the ten and nine 
may pack upon it, to be ready to go on the base 
when the eight can be freed. This privilege does 
not extend to the two rows of the prison — they 
cannot be moved up — they can only be worked 
off on the bases. 

When you have built and packed as far as you 
can, and find yourself blocked, you have still an- 
other chance. You may take any single outside 
card, and place it in the prison, where it must 
remain until in due course it works off on its 
proper base. 

If there are still insuperable obstacles in the 
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way, some players allow the further privilege of 
gathering up all the cards, except^ the base pack- 
ets and the prison, shuffling, and laying them out 
again in rows of five on each side as far as they 
will go; but strict players object to this in- 
dulgence. The game, however, with all the 
chances you can get, is a very difficult one. 
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The Thbes Pyramids 

Two packs are required ; lay out from one of 
them a pyramid of nine cards, as shown in the 
tableau (No 1), then shuffle the remaining cards 
together. If there should be an ace or a king at 
the apex, or in the middle row, there it must re- 
main until uncovered by the card below them be- 
ing removed. 

If on the bottom row of the pyramid there are 
consecutive cards of the same suit, they may be 
packed either upward or downward, at (tiscretion, 
their places being filled from the pack. Now 
deal out the remaining cards on three rubbish 
heaps. As the four aces and kings of the re- 
spective suits come out, they must be placed (in 
the form of two small pyramids) — the aces on 
the left, the kings on the right ; and these are 
built upon in the ascending and descending scales 
respectively. 

You must lose no opportunity of building on 
the small pyramids, but be careful how you pack 
on the lower row of the large one, as this is oc- 
casionally the cause of the cards above being 
rendered permanently unavailable. Whenever 
a vacancy is made in this lower row it may be 
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filled by a top card from either of the rubbish 
heaps ; but before doing this^ see if the uncovered 
card above it can be taken for the ace or king 
packets. AH such vacancies in the body of the 
pyramid must be filled at once from the rubbish 
heaps. When all the cards are dealt out, gather 
up the three rubbish heaps, and deal out again on 
two heaps ; if still unsuccessful, you may again 
deal the remaining cards, but now only on one 
rubbish heap. 

If you succeed in the game, the large pyramid 
will have disappeared, and there will be a small 
one on each side. One of these will be crowned 
with kings and the other with aces, as shown in 
tableau No. 2. 
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The Botal Quadbillb 

Only one pack is used. 

The game is very old» having been played in 
France during the first empire. It is played as 
follows: Shuffle thoroughly, and deal on to a 
rubbish heap. As aces and deuces turn up, place 



1- 

1- ♦ 


o 
o 











Q 



them on the board, as in diagram No. 1, to form 
the figure of a quadrille. These eight founda- 
tions are to be built upon according to their suits, 
but in alternate numbers (as in Odd and Even) : 
vhus, on the ace you first place a three, then five, 
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seven, nine and so on up to the king ; while on 
the deuce you place even alternate numbers, end- 
ing with the queen. The rubbish heap may be 
turned twice. The final effect is shown in 
tableau No. 2. 
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Bund Luck 

This is a trae game of solitaire in that the 
player has no opponent in the game which he is 
playing. From its nature, however, it is most in- 
teresting when two or more games are being 
played in competition with each other. We will 
describe it in that form. Each of any number of 
competing players has one pack of cards. 
He deals out thirteen packets (as shown in 
the tableau) until his cards are exhausted. 
Whenever in the course of his deal, a card 
falls in its proper numerical place; as for 
example, a five on the fifth packet, or a king on 
the last one, such card is set to one side, and 
another played on the packet. At the end of 
the deal the cards thus set aside are scored ac- 
cording to their values : a king thirteen, a queen 
twelve, a knave eleven, and the other cards ac- 
cording to their pips. 

Each player has four deals, at the conclusion 
of which their respective scores are added up, and 
the one having the highest score is the victor. 
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The Babbeb Polb 



Only one pack is used. 

Place the red aces and black kings as shown in 
upper tableau. These are the foundations of 
columns to be formed in downward sequence 
from the kings and upward from the aces, not 
following suit) but alternating in colors. Make 
four rubbish heaps, and be very careful not to pass 
over an opportunity of placing suitable cards on 
the columns. The game is not difficult, but the 
alternations in sequence and color make it at 
once interesting and engrossing. When the pack 
has been exhausted, gather up the rubbish heaps 
without shuffling, and reform them once. The 
skill of the player is shown in the care with 
which he plays on the rubbish heaps, especially 
upon the final deal. 

The lower tableau exhibits the final appearance 
of the game when successful, the alternating 
diagonal strips suggesting the title. 
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Thb Emperor's Game 

Two packs of cards are used. 

This has sometimes been described as the best 
of all the various games of solitaire. Its superi- 
ority to the common run consists in its affording 
so much scope for play in making all the various 
combinations and re-combinations which are 
called for to bring it to a successful issue. 

Lay on the board, face downward, ten packets, 
of three cards each — these are called sealed 
packets ; below them place a row of single cards, 
faceup. Take out aces whenever they appear, to 
form foundations, and put them a little distance 
below. Aces are built upon in their proper suits ; 
but on the exposed cards in the second row you 
pack in downward sequence, but always alternat- 
ing the color — a red six on a black seven, then a 
black five, followed by a red four, and so on, as 
shown in the tableau. 

When you open up a sealed packet by making 
a vacancy beneath it, turn the top card, and lay 
it in this space. As soon as the whole of a 
sealed packet is got rid of in this manner any 
exposed card may be placed in the vacancy, and 
such card can become the head of a column. Deal 
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oat on the rubbish heap to the end of the second 
pack, building up on the aces, and forming 
columns at every opportunity. 

It is allowable, at any time, to move any ex- 
posed card from one column to another ; it is even 
allowable to put cards back from the ace packets 
to the columns, when by so doing fresh and ad- 
vantageous combinations can be made. This 
unique privilege is called " worrying back," and 
it is generally found necessary to resort to it 
several times. When the second pack is finished, 
take up the rubbish heap, and turn the first card. 
If it can be placed, turn the next, and so continue 
as long as you can play ; but when a card appears 
for which no amount of worrying back or alter- 
ing the columns can find a place, the game has 
failed. A successful game shows the ace packets 
crowned with their respective kings. 
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The O&aolb 



One pack is used. 

The game takes its name from the fact that it 
is presumed to show which of the four powers in 
the world — Wisdom, Wealth, Beauty, or Courage 
— will be most propitious to the player. These 
powers are represented by the four queens, under 
the names of Minerva for Wisdom — spades ; Juno 
for Wealth — diamonds ; Venus for Beauty — 
hearts; and Bellona for Courage— clubs. The 
queens are placed a short distance apart, and 
their courts are formed round them (see tableau) 
as the cards are turned up from the pack. The 
upper card in each court is immovable ; the three 
others can capture and be captured. 

As soon as a court is completed, but not be- 
fore, that power is ready to attack, but it cannot 
do so until a card of its suit turns up. This may 
take any card or cards of its own value from the 
other courts (always excepting the top one), and 
the captor and captured are laid on the heap 
above the queen. The three lower cards of the 
attacking power have also the right of taking 
any others of their valuei which are then placed 
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onderneath them ; but these cards are sabject to 
recapture. 
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If the card turned up cannot make a capture, 
it is laid on the top heap, and another turned. 
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Continue dealing out, forming up the courts, and 
capturing at every opportunity, until the pack 
is exhausted. The cards are then counted, and 
the power which has scored most, wins. Aces 
count four, kings three, knaves two, and the 
other cards one each. 
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The Flobentinb Gams 

Use one pack of cards. 

Lay out five cards in diamond form, as the two 
of spades, the six of clubs, the king of diamonds, 
the four of spades and the nine of hearts, in the 
upper tableau. The next card which turns up is 
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the base-card. Place this and the three others 
of the same signification, as they turn up, in the 
corners, as shown in the tableau. These are to 
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be built on in suits in ascending sequence ; the 
four outer cards of the original diamond form 
may be packed in downward sequence without 
any attention to suit. When you remove one of 
these cards, either on a base or in packing, you 
may fill the vacancy from the rubbish heap ; or 
you may, if you prefer it, move the centre card 
into the space, and put the rubbish card into the 
middle ; while it remains there it is not to be 
packed upon. The rubbish heap may be turned 
once. The object of the game is to build all the 
cards in suit and sequence upon the four corners^ 
as shown in the lower tableau. 
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The Ladies' Battle 

Use one pack of cards. 

Bemove the queens and knaves. Throw aside 
three of the knaves and place the fourth at the 
top of the board. Arrange the four queens in a 
row beneath, as in tableau. Place three cards 
beneath the knave to right and left forming the 
slopes of a pyramid. Examine the board and 
pack and build as far as possible. The queens 
are to be built upon in suit, commencing of course 
with the king, and the problem to be solved is as 
to which of the four queens shall win the knave, 
upon whom they have all placed their affections. 

The packing on the board is to be done in a 
downward direction, and in alternate colors. 
Whenever you make a vacancy, fill it from the 
pack ; and when no further play is possible as 
the cards lie, play six more on the pyramid, cover- 
ing each of the others except the knave. 

The knave alone is not to be covered, but re- 
mains in his exalted position until it is settled 
which of the contending fair ones claims him for 
her own. 

Continue in this manner until the pack is gone 
through, always remembering that a vacancy 
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must be filled at once ; but when you take a 
fresh set of six for the pyramid, you must place 
them all before you can play. 
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When you haye exhausted the pack, if no 
queen-packet has succeeded in attracting the 
knave, you must take up the pyramid, begin* 
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ning at the left hand, and putting one packet on 
another without shuffling, lay it out as before. 
This you may do twice. Toward the end of the 
game, when the queen-packets are approaching 
completion, you must not desert one suit for 
another: for instance, supposing the clubs had 
run up to nine, the hearts to seven, and there 
were eight, nine, and ten of hearts exposed on 
the pyramid ; suppose also that taking the nine 
of hearts would expose the ten of clubs, you have 
no choice which ten you will take, but must 
continue with the hearts, as you were playing 
with the suit. The knave, therefore, would 
crown that packet, and the queen would be 
triumphant. It is a brisk, amusing little game, 
though there is no particular skill required in it. 
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Divorce 

Played with one pack. 

Begin by forming four rubbish heaps. As the 
aces and twos turn out, place them in two rows, 
the aces above and the deuces beneath, arranging 
the suits to correspond. Each of these rows is 
to be built up in alternate numbers and alternate 
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colors, the aces taking the odd, and the deuces 
the even numbers. Thus, a red ace must have a 
black three upon it, then a red five, a black 
seven, and so on up to the king : a red two will 
take a black four, a red six, black eight, etc., up 
to the queen. The pack is gone through only 
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once, so the success of the game depends entirely 
upon the judicious packing of the rubbish heaps ; 
and it is advisable to keep one of them for kings 
and queens, as, if these are distributed over the 
heaps, they block the lower cards, and make 
them unavailable. If the game succeeds, the 



kings and queens will all be found to be wrongly 
mated, presumably having been through the 
divorce court. 

In the tableau first given, the ace of diamonds 
has not yet been dealt ; when it appears the three 
of spades is waiting to receive it. The second 
tableau shows the completed game. 



Digitized by VjOOQIC 



116 SOLITAIRE 

The Goblet 

Played with two packs of cards, thoroughly 
shuffled. 

This game requires very close attention from 
the player. After laying out the board it is well 
to scan it narrowly before beginning, as some- 
times it is absolutely impossible to work it out. 
The cards must be swept up and a fresh board 
laid out. The first thing to do is to dispose 
twenty -four cards in a column thus : Place three 
in a fan shape, and one below them ; three fan 
again, and one below ; and so on till the column 
called the stem is completed. Now place two 
cards sideways at the top and two at the bottom 
— these are the " ends " ; place two more per- 
pendicularly on each side of the stem, to be 
called the " sides." The next card that turns up 
is the base, and with the other seven, as they 
turn out, must be placed four on each side--on 
the one side to be built in an upward, on the 
other in a downward direction. With these, the 
" goblet " is complete. 

The remainder of the cards are now dealt out 
on a rubbish heap, packing and building as op- 
portunity oflfers. The packing may be done on 
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the sides in either direction, and for this purpose 
the cards may be taken either from the exposed 
cards of the stem column or from the rubbish 
heap. The building cards may also be taken 
from either of these or from the ends ; and this 
is the only use to which the ends may be put, for 
they must neither be packed upon nor moved, 
except to a base packet ; and whenever this is 
done the vacancy must be filled up from the 
stem of the goblet. A vacancy in the sides must 
be filled from the rubbish heap ; but a player is 
at liberty to leave it unfilled if suitable cards do 
not present themselves. After laying out the 
board, examine the central or stem columns care- 
fully. If there are several base-cards in it 
(especially if near the top), or if it contains many 
duplicates, the game will probably fail. One 
turn of the rubbish heap is allowed. In the 
tableau, all base-cards have come out in turning 
the cards on the rubbish heap, except the ten of 
clubs, but no packing has been done. It is a 
difficult game. 
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Miss Milligan's Game 

Played with two packs thoroughly shulffled to- 
gether. 

A row of eight is dealt across the board, and 
then the player pauses to see if he can pack any 
of them in descending sequence and alternate 
colors. When he can pack no more, he deals 
another row of eight cards across the board, and 
proceeds to pack again. If he makes a vacancy 
in the top row, he can fill it only with a king. 
He may move a whole sequence from one column 
to another, provided there is a suitable card to 
receive the upper one. To illustrate ; suppose a 
red knave is packed down to a red three, and in 
the next row of eight a black queen is dealt on 
another column, then, if either a black two is 
dealt on the knave sequence, or else it is found 
possible to move the card that is dealt, you may 
lift the knave with all its train, and place it on 
the queen. 

All aces that turn up are placed above or on 
one side of the lay-out, and are built up to the 
kings in their right suits. If the game succeeds, 
the whole of the eight packets will be thus com- 
pleted ; but if by the time the cards are exhausted 
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you have not succeeded in doing this, you are 
helped by a special privilege belonging to Miss 
Milligan. You may ** wave " a card — that is, if 
an exposed card is blocking a packing, or series 
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of packings, and you can see your way to placing 
it in proper sequence when the aforesaid series 
of packings are finished, you may lift it, and hold 
it suspended (which is called " waving " it) till 
you have finished moving about the cards and 
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have found it a resting-place in proper sequence 
and color. You may then wave another exposed 
card, and by doing this, columns can be opened 
up, and a game which appeared utterly hopeless 
brought to a satisfactory conclusion after all. 

The accompanying tableau shows the game in 
progress. 
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The Oahe of Nines 

Only one pack is used. 

This game is one rather of luck than skill, and 
will afford variety after long application to some of 
the more difficult games. Deal out three rows of 
three cards each, in the form of a square. If, as 
the cards are dealt, a combination of two cards 
making nine, turns up, they are immediately cov- 
ered by two cards from the pack without waiting 
to complete the lay-out of the three rows. If ten, 
knave, queen and king appear on the board at the 
same time, these four cards must all be covered 
in the same manner. All separate cards of nine 
are likewise to be covered at once. 

In the tableau given, it will be seen that al- 
though the three rows are not completed, there 
are seven cards which may be covered — ten, 
knave, queen, king, a single nine, and seven and 
two, which added together make nine. These 
must be covered before the last row can be com- 
pleted. The cards laid on these from the pack 
will possibly form other combinations of nine; 
but it must be borne in mind that only two cards 
may be added together to make the total sum of 
nine. 
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There is still a space lef t, which should be filled 
when it is found that there is no combination of 
nine left, and this one card may set the game 
working again. In the event of no nine, or two 
cards making nine, or the given sequence, appear- 
ing on the board, the cards must be gathered up 
and shuffled, and the game commenced again, the 
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object being to cover the various cards until the 
pack is exhausted. The game is not then fin- 
ished, for the cards must be picked up again, in 
nines, and the sequence, until there are none left 
on the table. 
When laying down the cards, if there are two 
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cards of the same value oq tbe board, the one 
with tbe smallest number of cards in its heap 
should be chosen, so as not to block the cards un- 
derneath too much when picking them up. 
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The Windmill 

Plajred with two packs of cards, carefully 
shuffled. 

Take out the eight kings and arrange them as 
shown in the first tableau, leaving sufficient space . 
to admit of two packets being placed below each 
king, as shown. In the tableau these packets are 
represented by blank cards. The centre space 
will be filled by the eight aces, to be placed in 
alternate colors as they are played out during the 
game. 

Before commencing to deal, place a packet of 
four cards, face upward, above each king, eight 
packets in all, as shown in first tableau. 

The blank cards below the kings form the foun- 
dation of the game, i, e,^ the card next below the 
king must be the two of the same suit, and below 
the two place the three of the same suit. The 
twos ascending by even numbers, namely, two, 
four, six, eight, ten, queen ; and the threes by the 
uneven numbers, namely, three, five, seven, nine, 
knave, as will be seen by the second tableau. The 
twos and threes will be placed in their respective 
places as they turn up during the deal, likewise 
the aces. 
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Befor« beginning to deal, examine the eight 
pidceti above the kings, taking care to lose uo 
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opportunity of placing available cards in theii 
ascending sequence. 
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When any of the eight packets become ex- 
hausted, they must at once be replenished by four 
cards from the rubbish heap. 
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In the event of a card on any of the eight 
packets being available for playing, and a similar 
one being on the top of the rubbish heap. 
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the one on the packet must be taken in prefer 
ence. 

For instance, supposing a five of diamonds is 
wanted, and it is under the seven of clubs ; the 
six of clubs being the top card of another packet. 
The player may place the seven of clubs on the 
six, thereby freeing the five of diamonds. Again, 
a five might be placed on a six provided it is the 
same suit. In fact, packing can always be done 
on any of the eight packets at the end of the 
deal, both in the ascending and descending se- 
quence, provided the player keeps to the same 
suit. He may pack and repack as long as it is 
possible. 

As there is no re-deal, a great deal of ingenuity 
and amusement may be got from this packing, so 
as to bring the game to a successful issue. 
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The Botal Fours 

Played with two packs of cards. 

Shuffle carefully and count out eight packets 
of four cards each. Place them as in the outside 
formation of the upper tableau, four of the 
packets facing upward and the other four fac« 
ing downward. Count out eight cards and 




place them in a packet face upward in ^^e centre 
of the eight packets already down. 

The foundation cards are thy aces and 
deuces, which as they are dealt, arc to be placed 
in a square of their own below the nine packets. 
They are to be arranged in separate rows as 
shown in the second tableau. 
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Before commencing to deal, examine the uppet 
group of packets and should either of the up- 
turned cards be an ace or deuce, place it at once 
upon its proper foundation. The tableau here 
used contains two available cards, the ace of 
diamonds and the deuce of spades. 
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The ace packets take all the uneven numbers 
tip to the king ; the deuce packets take the even 
numbers up to the queen. 

Commence to deal, and whenever an ace or 
deuce appears, place it at once among the founda- 
tions of the game. During the deal should any 
exposed card on the cross become suitable, place 
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It at once on its foundation-packet. Also, at any 
time, take the top card from the rubbish heap, 
when possible; but should there be a card on 
the cross and rubbish heap of the same value, 
the one on the cross must be taken in preference. 
At the end of the deal take the eight cards in 
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the centre (or what may remain of them — ^it be- 
ing possible some of them may have been re- 
moved during the deal to play on game), spread 
them out, and should any of them be found 
suitable, place them at once on their relative 
suits. 



Digitized by VjOOQIC 



132 SOLITAIRE 

Now proceed to turn up the top card of each 
of the other unexposed packets, and should any 
suit, place them on the foundations. When no 
more are available, take up the packets and 
shuffle them with the cards of the rubbish heap, 
and deal out as at the beginning. Two re-deals 
are allowable. The third tableau shows the 
game as accomplished. 
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The Round Dozsn 

Played with two packs. 

Shuffle welly and deal twelve cards in a circle. 
Deal around twice on the outside of the first 
circle, thus making a star, each point of which 
consists of three cards, as shown in tableau. The 
building and packing in this game are both done 
in suits; aces form the foundations, and are 
built up to their respective kings. The packing 
is in downward sequence, and as much as possible 
should be done before commencing to deal to the 
rubbish heap. Occasionally, however, it is good 
policy to refrain from packing on a card which is 
blocking a low one, if there is a chance to free it 
by waiting a little. 

Careful study of the tableau will show that a 
good deal of building can be done, and that three 
aces may be set free and built on ; the diamonds 
as far as the six, hearts up to the four, and spades 
to the two. When a vacancy is made, one 
card, either from the pack or the top of the rub- 
bish heap may be taken to fill it. The prelim- 
inary packing and building being finished, the 
remainder of the cards are dealt out on a rub- 
bish heap ; no opportunity for building should 
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be let slip ; packing, as before said, requires dis- 
cretion. Cards can be moved from one point to 
another as the game proceeds, and thereby va- 
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cancies may be made and low cards freed. There 
is no second turn, and consequently failure is a 
very frequent result. 
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Down and Out 

Played with one pack of cards. 

Deal a row of four cards. If there are two or 
more of the same suit retain the highest, and 
throw out all of lower value. Then deal a 
second row of four. Continue in this manner, 
throwing out all cards lower than the highest of 
the same suit. When a card is discarded, the 
one beneath it is exposed, and may share the 
same fate if suitable, so that sometimes it is pos- 
sible to discard one after another until a whole 
column is removed. When this is done, an ace 
(which in this game is the highest card) may be 
moved up into the vacancy ; that is, supposing 
either of them happens to be exposed at the 
time. The object is to get rid of all the cards 
except the four aces, but this is very seldom 
done. 

The diagram shows the game after it has pro- 
ceeded some time and about half the pack has 
been discarded. Now the knave and nine of 
diamonds may be thrown out, which will disclose 
the ace of spades ; consequently the seven and 
nine of that suit may also take their departure. 
This will create a vacancy, into which the aca 
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ot diamonds can be moved, and that will allow 
of the dismissal of the king of clubs. The 
question now is whether a second vacancy can 
be made into which the ace of spades can be 
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placed; also whether the ace of hearts will 
come out propitiously, in which case a success 
will be scored — ^a very rare occurrence. 
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Monte Carlo 

Played with one pack. 

Shuffle well) and lay out four rows of five 
oards each, face upward. 
Now examine these rows to see if pairs are 
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touching each other, either up or down, across, 
or at the corners, and throw out all such pairs ; 
if three of the same value are touching, you can- 
not throw out all three, but you can choose 
which of the pairs to take. In the game dis- 
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played, two knaves, two sixes, two fives, and two 
aces can be discarded, leaving the board as in 
the second tableau. 

Nonr close up the ranks, always toward the 
left, and taking the cards in the order in which 
they stand. That is, the four of spades will 



• • 

• • 



















1 








I 







O C7 






H-^ 



move to the side of the seven, the five of clubs 
next it, the knave of clubs will mount to the 
top row, as will also the four of diamonds ; the 
eight of spades will begin the second row, the 
ace of hearts, queen of spades, deuce of clubs, 
and king of clubs will complete it. The third 
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row will commence with the seven of hearts, 
and the ten of clubs be next it; more cards 
must be dealt out to fill up that, and the bot* 
torn row. The successive stages of the game 
are shown by the three accompanying tableaus. 
The last tableau shows the board after the first 
moving up and refilling has been completed. 
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There are now four pairs to discard — two, 
seven, nine, and ten ; then close up the broken 
ranks as before, and fill from the pack. When 
the pack is exhausted, continue to close up as 
much as possible, and if you attain the object 
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of the game you will get rid of all the cards. 
Very often, however, there are four or six left 
over which obstinately decline to arrange them- 
selves in pairs. If they won't they won't, and 
there's an end of it. Of course, if it should hap- 
pen that when the five rows are first dealt out 
there are no pairs in touch with each other, the 
game is lost to begin with, but this does not often 
occur. 
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Stop 



Played by two players each having a full pack 
of cards. 

They cut for the lead, the higher winning. He 
counts out thirteen cards, which he places in a 
packet at his right hand, turning up the top card. 
This packet is called the stock. He then lays 
down four cards in a perpendicular line, as shown 
in tableau. If there be an ace among them, or if 
the top card of the stock be an ace, he places it 
on the board to the left of his line, and fills up 
the vacant space from the stock. If there are 
two consecutive cards of the same suit, he places 
one on the other in descending sequence, fills 
from the stock, and turns the top card. If he can 
play no longer, he turns one card from the pack 
in his hand, and lays it face upward on the table 
in front of him ; this is the beginning of his rub- 
bish heap. If this cannot be placed, he turns a 
second, and lays it on the first, and his play comes 
to an end. 

The second player then takes up the game, 
counting out his stock, and placing his line of 
four cards parallel with that of his adversary, 
leaving space enough between for all the aces as 
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they come out. If he sees an opportunity of 
packing on his enemy's line, he may avail himself 
of it, always following suit, and in a downward 
direction ; of course, on the aces the building goes 
up. Also a player may pack on his enemy's rub- 
bish heap, and this he may do both ways as long 
as it is the same suit ; but he may do this only 
from the stock or the rubbish heap, not from the 
line. 

In the meantime the non-player is carefully 
watching his opponent, and the moment the 
player makes any slip or oversight he cries 
" Stop I " on which that side ceases, and the other 
takes up the game. The object is to get rid of 
all the cards ; the first who does so wins. Often 
the players will go on for a long time, merely 
alternately each turning a card and putting it on 
the rubbish heap ; then, perhaps, will come a run 
of lack. The ace packets must always be built on 
first, then the line, then the enemy's rubbish 
heap. A player may pack on his opponent's 
line, but may not create a vacancy in it. 

The mistakes which invoke the cry of " Stop ! " 
are the following: 

1. If a player neglects to place a card when he 
has an opportunity to do so. 
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2. If he places it on either line when there ia 
an ace packet to receive it. 

3. If he packs on his opponent's rubbish heap 
when he could do so on the aces or the lines. 

4. If in filling a vacancy in the line from the 
stock he neglects to at once turn the top card of 
the latter. 

5. If, when taking a card from the stock to 
fill a vacancy, he places it on a packet instead, it 
fmist be laid down and the top card turned before 
he can use it in any other way. 

6. If he takes the cards from his opponent's 
line. 

7. If he packs on the lines in a wrong direc- 
tion. 

8. If he places a card either from the lines or 
the rubbish heap when he could take it from the 
stock. 

The rubbish heaps may be turned over and 
over again. The game is finished when the cards 
of one player are all worked off on the ace 
packets. 
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The Flower Garden 

One pack of cards. 

Lay out in six fan-shaped groups as shown in 

tableau. These are called the flower-beds. The 

• remaining sixteen cards are called the bouquet. 

Subject to the exception hereafter stated, only 

the top card on each flower-bed is in play. 

Take any aces that may be in the bouquet or 
on the top of the flower-beds, place them in a 
row, and build upon them according to suit. 
You may also move the cards from one flower- 
bed to another in descending sequence without 
paying any attention to suit ; and in doing this you 
may freely use from the bouquet any cards that 
are available. 

When you have piled as far as you can, the ex- 
ception mentioned above comes to your aid — ^you 
may move the whole or part of a sequence from 
one flower-bed to another, and this often opens 
out cards that would otherwise have been hope- 
lessly blocked. A king, however, cannot be 
moved until he can at once be placed on his 
proper ace packet. 

When you come to a standstill, and can neither 
build on the aces nor move from one flower-bed to 
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another, lay aside the bouquet, shuffle the flower- 
beds together, and lay out the six beds anew, in 
the same manner as at first, adding any unused 
cards to the bouquet. If you fail a second time 
the game is lost. 
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The Laddbb 

Two packs shuffled together. 

Lay out two columns of four cards each, the 
columns being far enough apart to permit four 
aces and kings of the respective suits to be 
deposited between them horizontally, as they ap- 
pear in the course of the game. (See tableau 1.) 
Any kings or aces which appear in the first lay- 
out must be placed at once, and the vacancies 
supplied from the pack. When these two 
columns have been arranged, proceed to form six 
rubbish heaps, taking four cards at a time, and 
laying them down face up. 

Then examine the columns and the exposed 
cards on top of the rubbish heaps, to see what 
packing or building can be done. It is always 
advisable, if possible, to play from the columns 
rather than the rubbish heap. Follow suit in 
doing either, building upward on the aces, and 
downward on the kings ; but you may pack the 
column cards in either direction at discretion. 
Now take up the pack, and again deal out packets 
of four on the six heaps ; then once more review 
the situation, to see what further can be done. 
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Tou are not boUnd to fill up at once any vacan- 
cies made in the columns, unless the whole of 
one side is taken, in which case it is to be made 
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up again from the exposed cards ; but a few holes 
are to be cherished, for they give the unusual 
privilege of allowing other than exposed cards to 
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be used. If there is one vacancy, you may lift 
the top card of each rubbish heap, and take which- 
ever second card is available ; if there are two 
holes in the sides, you may look two cards down, 
and so on, six vacancies being the limit. In look- 
ing down the heaps, you need not confine your- 



n« Ud^ OompltUd (No. 8) 

self to the limit card, but may use either of those 
above it that you prefer ; but you can only take 
one card from each heap at a time, laying the re- 
mainder down again when you have made your 
selection. Continue thus, always dealing the six 
packets of four after each turn of packing and 
building. When the pack is exhausted^ take up 
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the heaps in rotation, and once more deal six 
packets as before. If you have not completed 
the building by the end of the second turn the 
game is a failure. 
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The Toad 



Played with two packs of cards shuffled to- 
gether. 

Count out twenty cards, and place them face 
upward, in a pile to one side. This is called the 
" toad." Lay out a row of eight cards, face up- 
ward, to form the heads of columns. The 
ninth card turned up determines the base of the 
packets, and is placed above the row of eight. 
When, in the course of the play, the other cards 
of the same value turn up, they are placed side 
by side with this ninth card for the formation of 
a row of packets. 

When the cards are arranged as in the tableau, 
commence to form a rubbish heap, placing the 
cards whenever favorable, either in the columns 
or on the packets ; on the latter in an upward, 
and in the columns in a downward sequence^ 
following suit. One column may be removed to 
another when the top and bottom cards are of 
consecutive value. For example, if a nine and 
five of the same suit are in this row as heads of 
columns, as soon as the nine is packed down to 
the six, the five with all its other cards, may 
be transferred to that column. Whenever a 
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vacancy is made it must be filled from the toad, 
and the top card of the latter may, at any time, 
be placed upon any packet ready to receive it. 
When the toad is exhausted, vacancies must be 
filled from the rubbish heap. The heads of 
columns must be carefully watched, as they will 
not only transfer to one another but are placed 
en masse on any packet whose top card is imme- 
diately below the column's head. Strict players 
allow only one deal, but some take the privilege 
of turning the rubbish heap once. 
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Rows OF FOUE 



This is an exceedingly interesting game, but it 
requires mo&t careful play to be worked out suc- 
cessfully. 

Two packs of cards are used, shuffled together. 

They are laid out in eight rows of four cards 
each. Four rows are placed on either side, leav- 
ing a space in the middle for the eight aces 
which, as they turn up, are to be placed as 
shown in the tableau. 

The lay-out is next carefully examined, to see 
if any cards can be packed. The aces are 
packed in an ascending sequence of the same 
suit, but the outer cards of the eight rows may 
be packed in descending sequence, paying no at- 
tention to suit, in order to release the inside 
cards. In the diagram it will be seen that the 
seven of diamonds may be placed on the eight of 
hearts, and the six of spades thus released on the 
seven of diamonds, so freeing the two of hearts, 
which is immediately placed on the ace in the 
centre. 

The spaces thus made may not be filled up 
from the pack, but the cards as they are turned 
should be packed on the centre aces, or on the 
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heaps on the board. If, however, all the four 
cards in any row are removed, the fourth space 
from the end — that is, the one next to the centre 
ace — may be filled with a kiug, either from the 
pack or from the lay-out. It is always good 
play to get the kings into these spaces when pos> 
sible, as they so often block the game. It will 
be seen in the diagram that two kings have been 
dealt into two of the spaces mentioned, but that 
there is another king in an awkward position, 
which should be removed as soon as possible, in 
order to get at the nine of hearts and six of 
clubs which it covers. 

The cards, as they are turned up from the 
pack, are placed on the centre heaps wlien possi- 
ble. Great discretion must be used in packing 
on the sides, as any cards not packed are placed 
on the rubbish heap at the side. 

This rubbish heap may be turned twice, and 
the object of the game is to leave the eight aces 
in the centre crowned with their kings. When 
packing the cards at the side, it is better — al- 
though not compulsory — to keep them in suit as 
much as possible, as it is such a help when the 
opportunity comes for their being placed on 
the centre heaps. It will be found necessary to 
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work one heap off on to others, so as to open the 
cards underneath; for instance, if you have a 
queen or a king on an outer line, the queen may 
be moved to another king which has been placed 
in the position before spoken of next to the ace 
packs. The king left must be moved as soon as 
possible, or the cards next to it in the line can- 
not possibly be freed. Side packets can be 
examined to see what cards are covered, and one 
card moved to another if the one covered is re- 
quired for the centre. The game may be made 
more difficult by not taking the aces out as they 
turn up, but leaving them in the lay-out, and 
moving the cards by their side until they are 
freed. It is quite possible to fail in doing this 
game, and one is generally blocked by one card, 
but the game as a rule, if carefully played, may 
be brought to a successful termination. 



Digitized by VjOOQIC 



SOLITAIRE 169 



The Great Triangle 

Played with two packs shuffled together. 

Lay out a row of ten cards, nine of them face 
downward, and the tenth exposed. Then deal 
another row beneath the first, with eight cards 
face downward, and the ninth exposed. Con- 
tinue to deal the cards in similar rows beneath 
the first, diminishing each by one card, until a 
right-angled triangle has been formed, as in 
tableau. Proceed to pack on the exposed cards 
in alternate colors and downward sequence, 
always, when you have moved a card, turning 
up the one next to the left. Whenever you 
have made a gap in the upper row, place in it 
the nearest of the exposed cards beneath. 

All aces, as they appear, are to be placed in a 
line above the board, and built upon in ascending 
sequence, following suit. An entire sequence of 
exposed cards may be moved onto another line if 
the lowest card is ready to receive them. Thus, 
a black knave has been packed down to a red 
eight, and in another line a black seven has been 
packed down to a three: you may move the 
seven and the four cards upon it on to the red 
eight. It is necessary not to overlook any op- 
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portunities in this game, because of the great 
difficulty in working off the long lines of con> 
cealed cards. 

One turn of the rubbish heap is allowed. 
After that, the only privilege allowed is that, 
when the cards are exhausted, one card may be 
brought down from an ace packet to the board, 
which sometimes gives a chance of removing a 
block on the line, and so opening it out to be 
worked off. In the triangle illustrated nearly 
all the exposed cards can be moved. First, the 
ace of hearts must be placed above the board in 
the ace row; the knave of hearts will receive 
upon it, successively, ten of clubs, nine of dia- 
monds, and eight of spades ; the four of hearts 
will come down on the five of clubs, and the two 
together will move on to the six of hearts. 
There will now be a vacant space in the top row, 
into which the king of clubs (as being the 
nearest exposed card below) will move, and the 
queen of diamonds will go upon this ; there will 
thus be seven fresh cards to expose. 

The ace packets are to be built up to the eight 
kings 
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The Octave 

Played with two packs of cards shuffled to* 
gether. 

Lay a row of eight cards face downward, and 
cover it with a second row also face downward. 
Cover these with a third row facing upward. 
Place all aces as they appear, alternately red 
and black, in a row above this foundation. Aces 
are to be built upon according to their suits, 
while the exposed cards are packed in alternate 
colors in a descending sequence. The player 
must be careful about this packing. It is un- 
wise, for example, to pack on a king until, by 
creating a vacancy, it can be placed in the top 
row. One should be careful, also, in packing on 
a queen or knave; the lower cards do not so 
much matter, as they have a greater chance of 
working oflf upon the ace packets. When you 
uncover a concealed card, turn it up, and use it if 
you can. When you have made a vacancy by mov- 
ing all three, you may put any exposed card into 
it ; it is good play, though, not to be too eager 
to fill up vacancies, but to leave them for kings. 
Having built and packed as much as you think 
proper, deal out the remainder of the cards on a 
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rubbish heap. Gather this up when you have 
dealt all out, and lay eight cards (which are 
called "grace cards") in a row below the game. 
As long as you can use any of the cards from the 
grace row, you may continue to play, filling up 
the places from the pack. If it happens that you 
cannot move any of the eight, you have still one 
more chance, though a slender one — i. e.y the 
turn of the card : you may look at the ninth, or 
top, card of the pack, and play it if it be suitable. 
This often gives a fillip to the game, and enables 
the player to dispose of some of his eight grace 
cards, and to draw more from the pack to fill 
their places. The ace packets are only to be 
built upon as far as the ten, leaving the three 
rows of kings, queens, and knaves, in alternate 
colors, as shown in the tableau. 

Those players who prefer to grapple with a 
difficulty, lay out three rows of concealed cards 
instead of two ; but a successful termination is 
then extremely difficult of achievement 
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Thx Cbesoent Moon 

Played with two packs shuffled together. 

Lay out thirteen packets of three cards each, 
face upward, in the form of a semicircle. As 
the aces appear, lay them in the form of an inner 
crescent as shown in the first tableau, and build 
upon them according to suit. The exposed cards 
of the thirteen packets may be moved, either 
onto the aces in upward, or onto any of the other 
packets in downward sequence, always following 
suit. When you cannot build any longer play 
out the remainder of the cards on a rubbish heap, 
placing them whenever possible. 

If you succeed in moving the whole of any of 
the packets, and thereby creating a vacancy, 
you may fill it with any exposed card. It is 
generally advisable to do so from one of the 
packets rather than from the rubbish heap, so 
as to open out lower cards. It is admissible to 
examine the packets to see which may be the 
better card to take. As there is no second turn 
of the rubbish heap, it is a difficult game to bring 
to a successful finish, unless very great care and 
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judgment are exercised in moving the cards from 
one packet to another. The final result is gained 
when all the ace packets are crowned with their 
respective kings. 
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The Magio Seven 

Played with one pack of cards. 

Having thoroughly shuffled and cut the cards, 
deal them out one by one in line. If while deal- 
ingy a seven comes out, put it to one side. It is 
out of the game. So soon as you have seven on 
the table by counting the pips of the cards dealt, 
or any multiple of seven, remove those cards at 
once from the game. 

It must here be mentioned that the knaves 
count eleven, the queens twelve, the kings thir- 
teen, and the aces one. In dealing, suppose the 
first two cards should be an eight and six of any 
suit, that makes fourteen. Therefore both cards 
would be removed. Any multiple of seven is 
always available. Now commence again, and 
we will say for example that 



♦ ♦ 









♦♦♦ 




^ V 


« 4 




9.o9. 




♦*♦ 






♦ ♦ 




S S 








9 C? 



have been dealt, this making twenty-nine. But 
here comes the " catch," and will show what 
careful watch must be kept throughout the game. 
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Twenty-nine is no multiple of seven ; but count 
hacJcy and you will find that four and ten make 
fourteen. Therefore those two ca/rds must be re- 
moved. 

You now have the six of spades and the nine 
of diamonds still on the table ; deal out another 
card, when you find you have turned up the king 
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of clubs, whose value being thirteen, brings the 
total to twenty-eight; you would therefore re- 
move aU three cards, 

Now start dealing again, and you may occasion- 
ally find that in calculating, forward or back 
ward, you can remove as many as three or four 
cards. 

Should you succeed in removing all the cards 
from the table, the game has been successful, 
but it is not an easy one to accomplish, and re- 
quires the closest attention. 

In this connection it should be noted that in 
a suit of thirteen cards the total number of pips 
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amounts to ninety-one. This divided by seven, 
gives the number of cards in the suit. In an en- 
tire pack the number of pips is 364, and this 
divided by seven gives flfty-two, the number of 
cards in a full pack. The average value of a 
card, therefore, counting by pips, is seven. 
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NiNBTT-ONB 

This is a game of mingled cards and mathe 
matics. 
Played with one pack. 
Deal the pack into thiirteen packets of four 
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Ninety-One I. 

cards each^ laid face upward, as in the upper 
tableau. Calculate the value of the exposed 
cards, counting the knaves eleven, queens twelve, 
kings thirteen, and the others according to their 
pips. The object is to so arrange the cards that 



Digitized by VjOOQIC 



SOLITAIRE 



173 



those exposed shall together foot up ninety-one — 
the value of a suit computed by pips. You may 
moye top cards from packet to packet until you 
succeed in accomplishing this result. If you can 
make a full sequence from ace to king, you at 
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Ninkty-One II. 

once win ; but there are other combinations which 
also produce the desired number. The accom- 
panying tableaux show in addition to the original 
lay-out, two other possible solutions. 
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The Indian Game 



Two packs of cards shuffled together. 

Place a row of ten cards face downward, and 
then two rows on top of these face upward. If 
there are any aces in the lowest side row take 
them for base cards, to build according to suit. 
See if there is any packing to be done, in down- 
ward sequence ; but no card may be placed upon 
its own suit. They may, however, be packed 
upon the same color, a diamond upon a heart or a 
club on a spade, etc. When both the covering 
cards have been moved off, the concealed card 
is turned face upward, and would better be 
raised a little above the line of the row to mark 
it. It may neither be packed nor packed upon, 
and can be moved only when it can at once take 
its place upon the ace packet. Whenever this 
happens, and a vacancy is created, it must be 
filled from the pack as at first, one card down, 
two up. The cards may be shifted from one 
column to another, but it must be done singly, ob- 
serving the restriction that they cannot be put on 
their own suit ; by moving the cards thus, those 
beneath are set free for building or packing; 
columns are opened up, and concealed cards are 



Digitized by VjOOQIC 



176 



80LITAIEE 



1[ooo][^v^ 






♦♦♦♦I 



44 44 



ED 



CIJHIH 



J 1c>dddI I< 



fDC>DJ>||0 O Ol j4 4 4 
loo olU 4 4 



]EZ3l! 



□OQE 



4 4 4 



D 0\x 
D Dj I 



5 [ 



Digitized by VjOOQIC 



SOLITAIRE 177 

displayed ; these latter are then called ^' protected 
cards." 

When no more packing or building can be done, 
the rest of the cards are played out on a rubbish 
heap, and used as occasion requires during that 
process. 

If the ace packets are not all built up to their 
respective kings by the time the cards are ex- 
hausted, the restriction is removed from the single 
(or protected) cards, which may now pack and be 
packed upon. Every effort must be made to free 
the concealed cards ; if this cannot be done, only 
one resource remains : turn the rubbish heap and 
play one card, if it can be placed turn another, 
and so on ; but when you turn a card for which 
no abiding place can be found, the game has 
failed. The illustration given shows a game in 
progress. 
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The Game of Colors 

Played with one pack of cards. 

Deal into six rubbish heaps. As the two, 
three, four and five come out, they are to be 
placed in a row above ; but the two and four must 
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be of one color, and the three and five of the 
other. Suits are not attended to, only colors — 
hearts and diamonds being used promiscuously 
together, and spades and clubs. The first of the 
four base cards to make its appearance determines 



Digitized by VjOOQIC 



SOLITAIRE 179 

the color of the others. These bases are built 
upon in an upward direction, and the packets 
when completed show one, two, three, four, as 
their respective top cards. 

This game appears simplicity itself at first sight, 
but the player will find that great care must be 
taken in packing the rubbish heaps, or they will 
become hopelessly blocked, for no second turn is 
allowed. Nor is it permissible to move the cards' 
from one heap to another ; but it is as well to 
leave one or two vacant spaces, and not to make 
up all the rubbish heaps at once, for if kings, aces, 
and twos are packed on the top of other cards 
there is little chance of being able to work them 
off. 
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Cakfield 

The advantage of this game is that it may be 
played either as solitaire or by any number of 
persons at one table, a separate pack to each 
person. 

Lay out twenty-eight cards in seven packets, 
face downward. The first packet has but one 
card, the second two, the third three, and so on. 
Turn up the first or single card, and also the top 
one on the other six packets. 
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Tablbau fob Solitaibb Canfisld 

Any of these faced cards may be played off on 
any other just above it in rank and of opposite 
color. In the tableau the queen of clubs may 
be placed on the king of hearts and the card 
thus exposed turned up. The seven of clubs 
should go on the six of clubs in the ace row 
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above. As aces appear, either ia any of the 
seven piles, or in the talon, they are placed in 
the ace row. The aces as they appear are placed 
above in the ace row and built upon according to 
their suits. 

As soon as a lane is formed, by playing off all 
the cards in one of the seven piles, a king, or a 
sequence headed by a king, may be placed in it ; 
but only kings may be used to fill these lanes. 
Any number of cards, provided that they form a 
complete sequence of alternating colors, may be 
transferred to the opposite colored card of next 
higher rank, but parts of sequences may not be 
moved. 

When all aces turned up on the seven rows 
have been placed in the ace row, and all that is 
possible to do with the packets has been done, the 
talon of twenty-four remaining cards is to be 
played. This talon should be turned one card at 
a time,^ and each card played if possible either 
on a pile growing up from the aces, or on the se- 
quences descending from one of the seven rows, 
or else laid aside on the rubbish heap. Any card 
already placed, if released by the removal of the 

'The talon is sometimes played in threes, using the cards 
oyer and oyer as long as they can be packed. 
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cards above it, may be used later. The talon 
may be gone through only once. The object of 
the game is of course to build up complete suits 
from the aces. When you can no longer build 
on the aces the game is done. 

If you wish you may keep a score, as follows : 
Count the pips of the cards piled on your aces. 
If they count ten you have neither lost nor 
gained ; each point over ten counts five to the 
good. Each point below makes a loss of five. 
Winning the game counts one thousand. 
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DOTTBLB CaNFIBLD, OB EXASPERATION 

When two or more persons play, the backs of 
the packs should be of different designs or 
colors. Each lays out his pack as in the solitaire, 
with the aces in the common ground at the 
middle of the table. While players may build 
down only on their individual packs, any player 
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Tablbau fob Doublb Oanfikld 

may build up on any card in the middle of the 
table. In the tableau B has placed bis ace of 
diamonds in the middle. Both A and B have 
the two of diamonds exposed, and either has a 
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perfect right to play it. The most agile player, 
who gets his card there first, counts it, and the 
others withdraw. A player may use only one 
hand to get cards into the middle of the table. 

When each player has exhausted his talon, the 
cards in the central stacks are separated, and the 
person who has succeeded in playing the greatest 
number is declared winner. 

Even with a table large enough to accommodate 
more than four packs of cards and their excited 
players, it is well to restrict the number, as 
otherwise the confusion, noise, and nerve-strain 
are indescribable. Four frequently play as 
partners. This may easily be turned into a 
gambling-game, each card counted by a player 
over his opponent to be worth a penny or any 
sum previously agreed upon. 
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The Engagekekt 



Lay the queen of hearts on the table. Put 
the king of hearts at the bottom of the pack. 
Lay the cards one by one on the table following 
the queen. 

Eliminate as follows. Any card may skip two 
intervening cards to join one of the same de- 
nomination as itself. If it joins two of its kind 
it may. pass up to the last one. In the same way 
a card may skip two cards to join one with the 
same number of pips. The intervening cards are 
cast out. If the king by this means reaches hit 
queen the engagement is sealed. 



Digitized by VjOOQIC 



186 SOLITAIRE 



Evans 

Use one pack. Arrange the cards in seven rows, 
five deep, face upward. Turn up the first card 
in your hand, and take from the table an^ card 
which forms a sequence with this one either up 
or down. Always take cards from lower row 
and continue as long as sequence can be made. 
For instance a five may run to six, seven, eight, 
seven, six, five, etc., indefinitely. The game con- 
sists in removing if possible all cards from the 
table. Any sequence stops with the ace. Tou 
may not go from ace to two. Two forms a 
sequence with three only. 
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Bassett 

Lay out four cards, ace, two, three, four. 
Build on these in oaes, twos, threes, and fours, 
using four talons to distribute the cards on as 
you proceed. On the ace will go the two, three, 
four, five, etc. On the two will go the four, six, 
eight, ten, etc. On the three, six, nine, twelve, 
etc. On the four, eight, twelve. When success- 
ful the cards will be distributed on the four piles, 
the kings on top. The court cards are used as 
numbers, the jack counting as eleven, the queen 
as twelve, the king as thirteen. 
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The Lucky Number 

Only one pack is used. 

Lay out twelve packets of four cards each, in 
three rows, only the top card being displayed. 
The foor cards still on hand constitute the re- 
serve. From the twelve packets remove any two 
cards whose sum is eleven. The court cards 
have no value, but can be removed whenever a 
sequence of two or more of them appear at one 
time. Thus a knave and queen, or a queen and 
king, or a knave, king and queen may be re- 
moved together, but a knave and king cannot. 
When all the visible elevens and sets of court 
cards have been removed, as explained, turn up 
the top card of the blank packets. Proceed as 
before. As the packets become exhausted, fill 
the vacant space with a card from the reserve. 
If you reach a point when you can go no further, 
you may turn the top card of the reserve, if any 
be left, and may use it to complete the number 
eleven with any cards on the packets which will 
produce the result. This can be done but once, 
and if you again find your game blocked, you 
have lost. This use of the reserve may present a 
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choice of two or three alternatives, and success or 
failure may easily depend upon which of them is 
adopted. If, for example, the reserve card should 
be a four, and the packets should display a two, 
five, and seven, the reserve may be matched 
either with the seven, thus turning up but one 
new card, or with the two and five, turning up 
two new cards. It is for the player to determine 
which of the hidden cards carries the lucky 
number. 
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Follow ths Ejng 

Two packs are used. 

Shuffle well together, and lay out four oards 
along the top with two vertical lines of four 
cards each downward from the ends of the first 
line. In the centre of this incomplete square 
place the eight kings as they appear in the deal. 
Build on the twelve surrounding packets in suit 
and in an ascending line— eight on seven, nine 
on eight, and so on. Build on the kings both 
from the deck and, whenever possible, from the 
surrounding packets, until each king is attended 
by his entire suit. Cards which cannot be placed 
when dealt go to the rubbish heap. When either 
of the twelve packets is exhausted, supply its 
place by a card from the rubbish heap. When 
all the cards have been dealt out, the rubbish 
heap may be turned once. If any of the kings 
•till fail to bring their suits into line the game is 
lost 



Digitized by VjOOQIC 



SOLITAIRE 191 



Elimikatiok 

Two packs are used, but are not shuffled to- 
gether. 

From the first pack lay out four packets of 
twelve cards each, face upward. Arrange the 
remaining cards in an arc above the four packets, 
according to their face values, beginning with the 
deuce at the left and ending with the king at the 
right. As the aces appear place them in a row 
below the four packets. Build on them without 
regard to suit. You may build from the arc if 
no suitable card can be found on the four pack- 
ets, but the cards from these must be taken 
whenever possible, because the purpose of the 
game is to eliminate these four packets. If all 
the cards cannot be worked to the ace packets 
the game has failed 
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THE BOHtniXl^R WILL BE CHARGE! 
AN OV i hXHlS BOOK. IS NOT 

RETU%^k*^^^^i IE LI Bf 

BJ lOlfE THElA^DA-l^ ^_ 

BELOW. NON-RECEIPT OF OVERDUE 
NOTICES DOES NOT EXEMPT THE 
BORROWER FROM OVERDUE FEES. 
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